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JUSTICE IS ETERNAL IT'S JUST THE WEAPONS THAT CHANGE. 


ETERNAL WARRIOR. IN OCTOBER. 


we re" @ Ni 49: IN THE HOT ZONE. ETERNAL WARRIOR FIGHTS TO STOP A DEADLY PLAGUE. 
ar os THE ADVENTURES OF AN IMMORTAL WARRIOR AND HIS CRUSADE FOR JUSTICE. 
a BY JOHN OSTRANDER AND JACKSON GUICE. 
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SHHH. 
PRY IT OPEN, 
QUIETLY, 


WHEN WE'RE 
IN FAR ENOUGH, Im 

LIGHT THE 

TORCHES, 
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Wi, 


WE'RE HERE FOR 
POWER CRYSTALS. 

TAKE ALL YOu 

CAN CARRY. 


ENTRANCE, QUICK, 
DOUSE THOSE 


Mishra was deep in the Western PF 
Desert, on a lonely poth. 
Apart from his brother, AAishra 
found his way among the 
Fallaji. 


SIRE, CAUGHT 
@ TAVEVES OT SITE 
THEYRE OUTSIDE, 
AWAITING 
STUP6EMENT. 


YOU ARE IN 
WO POSITION T0 
MAKE DEMANDS, 


THEY TELL 
ME YOU ARE 


DO YOU REALLY 
THINK YOU CAN STEAL 
FROM ME > 


WY eLeAse 
US, SAVAGE ! 


WE WERE ONLY - n 
GOING WHAT We} ff “ EXPLORE--'6 
S| TWAT THE WOR? You 
USE FOR THEFT? 


WILL NO LONG! 
ALLOW US TO 
EXPLORE THE 
DESERT. 


i 
{ _NOW YOu CRY BECAUSE 
Z HAVE SHOWN THE FALLASI 
THE VALUE OF THE ARTIFACTS 
THAT LIE BURIED BENEATH THE 
SURFACE OF THE SANDS. 


ana 


J HAVE TURNE? 
SAVAGES YOU Ex- 
PLOITED INTO 7RADERS 
WHO DRIVE A AMRD 


ON YOUR BELLIES 
LIKE SMWAKES... 


«AND I VON'T 


\ BT ee wuar Use 

, MANPS LRETO 
\ A SNAKE, ¢ 
] CUT OFF THEIR 


HANVS AND DUMP 
THE THIEVES AT THE 
\ FRONT GATES OF 


THE KING... ANP 
MY BROTHER, 


EXCUSE ME, IS 

Tie THe WoeKsuoP a 

24 OF URZA THE 
ARTIFICER? 


ww HE 
WON'T SEE 


While Urza became Arlificer of Kroog, | 


with many apprentices... 
Buk Urza was afone--a stranger to 
l even his wife. 
Urza’é stone was the Mightetone, and. 
it complemented. him. 


b) 


7 OW, NEVER 
AMM VL oeT 
(T WYGELF. HOR 16 IT 


| __ ONLY ME HE 


lth, HELLO, 16 
THIS THE WORKSHOP 
OF URZA? SOMEONE 

GAVE ME 

DIRECTIONS... 


THI86 TEXT REVEALS THAT KAYLA FELT (GNORED BY UikZA, POSSIBLY EVEN JEALOUS OF HIB WORK, 
FEELINGS THAT PROVE KAYLA IN 4 DANGEROUS CIRECTION. WE ALS0 SEE HOW THE PATHS OF 
WISBHEA ANC UiRZA CIVERGED. MISHRA FORGED A TRACING FEDERATION AMONG THE VARIOUS 
FALLAS! TRIBES. URZA, UNCER THE PATRONAGE OF THE KING OF KROOG, DEVELOPED SOMETHING 
pivig! JOA gta STRUCTURE, WHEREIN APPRENTICES LABORED FOR URZA IN EXCHANGE FOR 
i DUCATION, 


SJ? FOUND... 


Yes, 
THIS 16 URZA'S 
WORKSHOP, 


[7 


Pa 
CERTAINLY 


OE 
ARTIF ICER'S CAN'T 


ATTENTION, 


ITS 
: ALL RIGHT, He's 
OO CONCENTRATING. 
; ( ( Db 


LRZAS THERES 
SOMEONE HERE 
TO SPEAK WITH 


«BUT MAYBE 
TATE LL 
INTEREST HIM, 


you~ 


AND 
MAvE THIS? 


AY i 


Apart from his brother, Mishra wos 
afone among the Faffaji. 
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GUART...PLEASE 
ECUCATE THE SLAVE 
ABOUT THE IMPORTANCE 
OF DILIGENCE AND 
CONCENTRATION, 


if THERE ISNO 
SUCH THING AS 
AN ALCIPENT, 
THERE |S ONLYA 
LACK OF CARE. 
el 


{ 


NOT THIEF... MORE 
\\WVTERESTING, § 


THE UNEXPECTED © 
PLEASURE OF 


WELCOME, I 
AM MISHRA. 


I AWOW WHO 
YOU ARE. 1'0 

RECOGNIZE YOU 

ANYWHERE. 


a “MY HUMBLE 


TENT |S HONORED 
BY YOUR PRESENCE. 


A Starr I 
CREATED... ITS 
A TALISMAN OF 
GREAT POWER... 


IVE NEVER SEEN 
ITS LIKE, 


AITRACTED To y a 


POWERFL/L 
THINGS. 


As La 


THE TEXT GIVES US LITTLE INFORMATION ABOUT ABHNOB, EXCEPT THAT HE 16 ICY ANP COLE, |B 
(N 6HARP CONTRAST TO THE HEAT OF THE WESTERN CESERT. I/F WISHRA 16 4 HOT, FEELING 
CHARACTER, HE (6 BALANCED BY THE COLP ABHNOG BLT WHEN SLICH OPPOSITE FORCES 
COME TOGETHER, THERE CAN OFTEN BE GREAT MI6ERY. 
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MAJESTY, 
You CALLED 
FOR ME? 


ITS CALLED THE SALLAT 
TOME-- FOUND BY A MONK 
IN THE PRIORY LIBRARY, FOR- 
GOTTEN FOR GENERATIONS... 
THE JALUM TOME WAS COPIED 
FROM ANCIENT ZARAN VOC- 

UMENTS, AND NO ONE AT 
THE LIBRARY UNPERSTANDS IT. 


(F ANYONE CAN 
SYECOVER THE SECRETS 
OF THE JALLIM TOME, 

‘ ITS You, MY BOY, 


BUT THE GIFT 
16 NOT THE OAZY 
REASON 3 CALLED 
YOu HERE. 


MANY OF YOuR 
ORNITHOPTERS 
ARE READY To 


THE LORD OF KORLISS 
AS CALLED A CONFERENCE 
To DISCUSS THE FALLATI 
CONFEDERATION'S STAAMGLE- 
HOLO OVER THE ENTIRE 
WESTERN DESERT... AND THE 
POWER CRYSTALS. 


THE CONFERENCE WILL 
INCLUDE ARGIVIAN NOBLES, 


AS WELL AS REPRESENTATIVES 
OF THE MERCHANT FAMILIES 
AND TRAE GUILDS. 


CONGRATULATE 
YOU ON MY DALIGHTER'S 
PREGNANCY. I LOOK 
FORWARD TO MANY 
FINE GRANDCHILDREN. 


LET ME PRESENT 
-{ YOU WITH A GIFT TO 
‘| COMMEMORATE 
: THE OCCASION. 


CRAFT...AND TEN 
TRAINED PILOTS. THE 
TROUBLE IS, WE ONLY 
HAVE A LIMITED NUMBER 
OF POWER CRYSTALS 
AT OUR DISPOSAL. 


THE FALLAJI ARE 
ALSO SENDING A 
REPRESENTATIVE 
+eYOUR BROTHER, 


I WANT You TO 
COME WITH ME TO 
THE MEETING, THE 
FALLAJS|I MIGHT GET 
MORE THAN THEY 
BSARCAINEP FOR, 


The Lord over aff Korliss ca 
: conference at his castle, 
Attended by merchants and nobles 
of aff the great houses. 
Urza came with the King of Kroog, 
and Mishra with the Faffaji. 
Urzoa and. Mishra found the secrets 


WHAT BO You 

MEAN ALL, LORD 

OF KORLISS? WHERE 
16 THE FALLATI 
DELEGAT \ONT 4 


(F YOU THINK 
I'M GOING TO 
STAND FOR THIS 
WEUCT... . 


KORLISS HAD ALWAYS BEEN A NELITRAL TERRITORY, 60 THE TRADING CONFERENCE WA6 HELD THERE, 
178 PURPOSE WAS TO ADDRESS TRADING (S8LIES RAISED BY MIBHEAS CONFECERATION OF THE 

FALLAS| TRIBES INTO A LINIFIED TRAPING BLOC. THE ARGIVIAN CITY STATES NEEDED THE ANCIENT 
THRAN TECHNOLOGY ANP POWER CRYBTALS FOLINP ONLY IV THE WESTERN DESERT. THE MERCHANTS 
ANO NOBLES CHAFED LNDER THE FALLAS/ TERMS, ANP URGED DESPERATE ACTION. 


FORGIVE MY )> 
TARDINESS... 


THANK YOU 
FOR YOUR KINP } 
INVITATION, 


ALLOW ME 
TO INTRODUCE 
MY SECOND, 
ASHNOD. 


L BELIEVE You 
i aged thee THE — 
{ \ ‘ 
FROM | , f TAKEN CARE OF 
KROOG. SHALL WE BEGIN? 


YOUR TRADING TERMS 

ARE LIMACCEPTABLE! \ ee 
THERE 16 NO WAY WE foe 
CAN SUBMIT u(e) THEM! A Fw why. 


SUIT YOURSELF. 
THERE ARE OTHERS 
WHO WILL BE 
HAPPY TO MEET 

4) 


: - 4 TR ~~) Ww iO PRESENT M 
Ee ey Urea and ACs ee Vim “i ee, 
? , | e. 
Quickly turned to bickering, and no f wa Migerg too 
agreement was reached. A Wie. 


i parses 


THERE'S 4/0 BARGAINING 1 VON'T NEED 
WITH 7/gAn, IF THEY WON'T TO TELL YOu Er...MAYBE WE 
SELL AT A Fair PRICE, WE'LL ANY THING, BOY! SHOULD ADIOURN 
(ach ACROSS ee ccc ee eae 
g PTERS : ‘ in 
Sen? c THINGS TO L, 
MY SIGNAL. COWSIVER, LG 


= 


i] MEAN? NY 
DION'T YOu 
TELL ME? 


. PERHAPS YOU 
THERE 16 NOTHING 
MORE TO PIScuss'' “CHESE TO 
THESE BARBARIANS THEIR OWNERS 
ARE LIARS...AND ; 


THIEVES. 


THAT'S HIGH 
PRAISE, INDEED. 

FROM THE KING 
OF THIEVES, 


SUBSTECTS LEFT 
MY TENT EMPTY- 
HANDED, 


PREPARE 
TO DIE, 
BUTCHER. 


IM PREPARED 
TO BACK UP My 
WORDS, SAVAGE... 

») ARE You ? 


I SWEAR, 
MISHRA... £ 


OL? MAN 
T’bL RIP YOUR 
HEART FROM 


each other, 

And a treacherous king became the 
enemy of aff. 

The powerful failed the contest of 


strength. 


™ : DION'T KNOW 
t ANYTHING 
en, ABOUT THIS. 


THEN WHO 
BUILT THE 
ORNITHOPTERS.... 

} YOUR LOVELY WIFE? 
THIS 16 AIR FROM 
IAN. OVER, BROTHER. 


\\ 


KAYLA BLAMES HER FATHER FOR THE ATTACK AT KORLIS§," 17 PROVOKED THE BROTHERS’ 
STRUGGLE (V7O OPEN CONFLICT, THE INCIPENT FORCED ALL THE PARTIES TO CHOOSE SIDES. 

THE ARGIVIAN CITY-STATES, LINKED BY GENERATIONS OF ARRANGED MARRIAGES AND ECONOMIC 

TIES, SUDDENLY FOLINP THEMSELVES FACE TO FACE WITH THE NEWLY CONFEDERATED TRIBES OF THE FALLAII. 


THEY'RE ONLY 


GETTING WHAT THEY Wa 


PESERVE. |\F THEY 
? 


PLEASE, YOU'VE 
GOT TO S7OP THIS. 
THE FALLAJ! WILL 
THINK THAT THE REST 
7 OF US WERE ‘ 


INVOLVED... A 


But FIR6T, TM 


GOING TO TAKE 


IT'S YOUR HEAD 

YOU SHOULD BE 

CONCERNED WITH, 
OLD MAN, 


IT WILL LOOK 
GO0P ON THE 
ENV OF A PIKE. 


OUR PARENTS 
FORGIVE ME.. 


pee / ft 


ENTER THE WORLD OF DECKMASTER” | 


FROM THE HEIGHT OF THE ANTIQUITIES WAR TO THE DEPTHS OF THE ICE AGE, 
THE DUELIST TAKES YOU ON A JOURNEY THROUGHOUT THE MULTIVERSE 


Fz the creators of Magic™ 
comes The Duelist, the definitive 
reference for trading card game players 
and collectors. This bi-monthly 
magazine offers the latest in 
Deckmaster news; here you can 
learn the history of Dominia from its 
creators, brush up on deck-building 
strategies from the Magic world 
champion, and get the first look at 
upcoming trading card game releases. 
Full-color and art-intensive, each issue 
spotlights the work of a different artist, 
and every page features artwork and 


backgrounds by your favorite 
Deckmaster illustrators. 


he Duelist offers you the inside story on trading card games 
from the artists and designers defining the genre. 
@ So pick up a copy of The Duelist, and share in the dynamic 

§) world of Deckmaster. To subscribe, contact The Duelist at 
(206) 226-6500. (Six issues $17.95, twelve issues $29.95.) 


Magic: The Gathering, Deckmaster, and The Duelist are trademarks of Wizards of the Coast. Wizards of the 
Coast is a registered trademark, Background by Drew Tucker, illustrations (from left to right) by Liz 
Danforth, Drew Tucker, Quinton Hoover, Julie Baroh, and Ron Spencer, © 1995. 


The brothers pitted the forces of 
the stones against each other. 


Urza's stone, the Mightstone, served 
him welf-- 
While ALishra’s stone, the Weakstone, 
betrayed him. 


of SHOULD I KILL 
HIM? I COUL? Use 
THE STAFF. 


You WILL 
PAY FOR THIS, 
BROTHER. 


= a. SU BESTS ERE ll mmm 
THE WORP "BETRAYED" IN HIGH ARGIVIAN IMPLIES PURPOSE AN? GLILE, ALMOST AS IE THE WEAKETONE 
| POSSESSED A KIND OF VOLITION--POE6SIBLY EVEN INTELLIGENCE, WE WILL SEE THIS INTELLIGENCE OF 
THE STONEE OF POWER, OF THE INNER LIFE, BECOME MORE PRONOUNCED AS “THE STORY OF URZA 
ANP MIBHRA" CONTINUES, 
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ee ee ee 
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Address all letters to: Antiquities War - Jeof Vita, Asst. Editor c/o ACCLAIM COMICS 275 Seventh Avenue New York, N.Y. 10001 


With the conflict between Urza and 
Mishra heating up, let’s tackle some issues 
concerning this and some of our other 
Magic:The Gathering miniseries... 


After reading Antiquities War #1,1 just 
had to write in to you. I’ve enjoyed all of 
the Magic comics, especially this one. 
What confuses me, however, is why you 
have changed the history behind the 
Antiquities War, 

According to the text on the 
Mightstone card, “...Urza fell behind in 
the Hall of Tagsin, where he discovered 
the Mightstone.” Yet, in the Seer Analysis 
by Scott Hungerford, it is mentioned 
that Mishra gained the Mightstone and 
Urza was given the Weakstone. 

Are you rewriting the Antiquities his- 
tory? 

Richard P. Marcello 
Phoenix, AZ 


The Brothers War is a long and complex 
one. According to Wizards of the Coast, 
there have been several interpretations of 
exactly what happened between Urza and 
Mishra, and Jerry Prosser’s take on this his- 
tory, while probably quite close, is sometimes 
purposefully ambiguous. In this particular 
case, Richard, we are not rewriting history. 
Scott Hungerford goofed up, and we didn’t 
catch it, so we goofed up, too! Remember, 
the Seer Analysis columns are not indis- 
putable, either, If you've got a beef with our 
columnists, write in and let us know. 


lam afraid | must 
Peattie’s compariso 
World of Magic: Tie 
Elfquest. In my opinion, the - 
ryline rushes from one mag 
the next, with only superficial 
andplot development. 

While some of the combinations and 
interactions of spells in your battles are 
interesting, | do not find many of the bat- 
tles as being very representative of real 
game play. The concept of acquiring and 
tapping land appears to be treated in a 
very superficial manner. This was espe- 


ree with David 
Age on the 
tbering to 


cially evident in the third issue, when the 
three planeswalkers are cast into the 
Nether Void. What is the first spell cast 
there? Summoning a Mana Matrix, a very 
expensive artifact in the game of Magic. 
To make matters worse, its capability is 
not accurately described by Taysir. 


' More importantly, the acquiring of 


spells and the availability of those spells 
for casting appears to not even be a con- 
sideration in the storyline. This is a flaw 
in many fantasy stories based on magic 
system mechanics that limit the spells 
available to the caster by means other 
than spell complexity and total power 
expended/channeled within a given time 


frame. This is the primary reason | feel 


many of the battles are not representa- 


tive of the game. The only limitation on. 


spell availability in the comic seems to be 
the colors a given planeswalker has cho- 
sen to specialize in, and an occasional lip 


service to the availability of mana to tap. 


This does not map well into the mechan- 
ics of the game. 

One final nit is continuity in the art- 
work. In the third issue we see Freyalise 
hit by acid. We immediately see damage 
to the feathers on her costume, but 
nothing else. Not until ten pages later do 
we see, all at once, damage to other 
parts of her costume and her face 
burned. Comics, like movies, require a 
temporary suspension of reality on the 
part of the reader. But, it has to be done 
ina believable fashion. Ice Age fails at this 
in my opinion. 

Curt Schroeder 
Smyrna, GA 


Readers of [he Antiquities War know that 
while were waiting for the first wave of let- 


e __ ters to hit our column, we've been fielding 
~ reactions to ice Age. (Note: While ice Age 


came out before Antiquities, chronologically 
it takes place after Antiquities.) Curt brings 
up a few points wed like to address, some 
valid, some a bit off the mark: 

As readers of our other M:TG miniseries 
know, we try to strike a balance between 


the gaming and storytelling elements, 
preferably achieving some interaction. Try 
and imagine what a duel that faithfully fol- 
lowed the rules might look like in the 
comics. A complete game could fill 50 
pages! We've only got about 22 per issue! 
It’s true, not every one of our comics 
explains the finer aspects of “tapping” and 
“planeswalking.” But the world of Dominaria 
is one where either the citizenry knows next 
to nothing about these things, or accepts 
magic as instinctively as eating or breathing. 
Outside of actual training, where masters 
are consulted about various spells, or a 
wartime situation, where officers might plan 
which magic strategies would be most effec- 
tive against the enemy, only the rawest 
novices and foolish apprentices discuss cast- 


ing openly. 


__ Armada Line Editor Jeff Gomez under- 


stands that even a magic system as expan- 


_ sive as the one created by Richard Garfield 
“needs to have its own “physics,” and consult- 


ed with Wizards of the Coast Magic brand 
manager and playtester-extraordinaire Skaff 
Elias for the straight dope on making the 
intricacies of spellcasting explainable to read- 
ers who may or may not be familiar with the 
game. The result is Magic: The Gathering — 
Wayfarer, the story of a powerful novice who 
is taught his full magical potential by his 
planeswalker mentor. We think the approach 
is novel and enjoyable, a 
Finally, to answer a couple of your specif- 
ic points, Curt, ce Age #3 depicted several — 
of the most powerful planeswalkers in the 
universe of Dominia, Leshrac was capable of 
summoning the Mana Matrix (with mana 
to spare), despite the difficulty. He’s that 
powerful. Also, Freyalise’s costume was dam- 
aged by Tevesh Szat’s Acid Rain. Her face 
and armor, on the other hand, wer 
marred by the Soul Burn Szat cast : 
duel’s conclusion. Each use of magi 
not) in Armada comics is triple-c 
accuracy of depiction and playa 
are some exceptions made for 
license, and mistakes do get through . 
times (we reward eagle-eyed reade 
pointing them out), but everything you see 
ultimately Wizards of the Coast-approved. - 


ARMADA ENDURES FRENCH INVASION! yr A 


Back in July, Armada got a visit from F 
some of our friends “across the pond.” 
Four Magic: The Gathering comics fans 
came all the way to New York from Bouc 
Bel Air, France to meet some of the talent 7 
behind the Magic comics. After an after- 
noon learning about the steps involved in 
putting the comics together, the guys got 
a chance to sit with the penciller of Fallen 
Empires and Arabian Nights, Alexander , 
Maleey, and with Armada Line Editor Jeff 
Gomez. It was a great pleasure for all of 
Armada to meet up with some of our 
European fans.A hearty merci beaucoup to 
you guys for coming all the way out to La 
Grande Pomme.Vive la France! 


eo is Gathering 
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From left to right: Thibout, Eric, Alex Maleev, Jeff Gamez, Patrick, Stephane 


This October,Acclaim Comics and Wizards of the 
Coast offer fans of the Magic: the Gathering trading 
card game a taste of paradise...only to take it away! 
As a prelude to the release of the newest expan- 
sion set, Homelands, Acclaim’s Armada line pre- 
mieres its first prestige format comic, Magic: The 
Gathering—Homelands. This 64-page book, filled 
with the exploits of heroes, villains, and legends 
from the furthest reaches of Dominia, is written by 
D.G. Chichester, of Daredevil fame, fully painted by 
Rebecca Guay of Vertigo's Black Orchid, and features 
a painted cover by none other than the brothers 
Hildebrandt. 

An epic fantasy that spans the universe of 
Dominia over many centuries, Homelands is the 
story of the powerful planeswalkers Feroz and 
Serra, and their efforts to create a paradise out of 
a world ruined by an ancient war. 

In the centuries that pass, Feroz and Serra establish 
strong bonds with the Anaba minotaurs native to that 
plane, especially the powerful and noble Sandruu. 
They create spectacular magical constructs, such as 
the Serra Angels, and also make deadly enemies, such 
as the renowned planeswalker, Taysir Along the 
way...they fall in love. 

But slowly, on the outer edges of perception, a 
dark serpent rises within their eternal paradise. The 
Baron Sengir has come into the possession of the 
dreaded Apocalypse Chime, said to have destroyed 
the world in antiquity. As he begins his rise to 
power, he becomes a shadowy reminder that play- 
ing God has...irrevocable consequences! 

The Homelands prestige format comic will also 
contain maps, illustrations, timelines, creator pro- 
files, and gaming tips for the Magic: The Gathering— 
Homelands expansion—making it an indispensable 
addition to any Magic fan's collection. 

Each issue of Homelands will be shrink-wrapped 
with one of three rare and powerful Homelands 
cards: Feroz Ban, Baron Sengir, and The Apoca- 
lypse Chime. Together, these cards have the ability 
to defend, dominate, and destroy the haven that 
is—Homelands! 


Weakstone Staff of Zegon 


Weakstone 


a 


HUNT OR BE HUNTED. 


TUROK. IN OCTOBER. 


39: THE BADLANDS. TUROK BRINGS ORDER TO AN OUT-OF-TIME FRONTIER. 
THE ADVENTURES OF AN APACHE DINOSAUR HUNTER ON AN ALIEN WORLD. 
BY TIMOTHY TRUMAN AND PAUL GULACY. 


Ask for FAW 
al your 
local comic 
book storel-, 


The new , aes 
monthly magazine of . 

comics, video games; = st 
papier cards, and a ere jae 


_. REALISTIC ATTRIBUTE ‘ SOUTHPAW? BULL? 
_ LEVELSFORALL © 4.” : se oe +4 TECHNICIAN? FIGURE OUT 
_ > QO BOXERS! at" > : : |= 4)" ~*;| YOUR OPPONENT'S STYLE 
ve : © “oft ms] —OR PAY THE PRICE! 


CEES 2:5? CD 
Pr rae 


EXPLOSIVE ee ACCLAIM’S MOTION CAPTURE TECHNOLOGY... “?M GONNA EATYOU 
2-PLAYER ACTION! 3 . + TRUE BOXING REALISM! : FOR LUNCH! 


SUPER NES’ - 


Capture Sysyem {MCS} 
Acclaim inment 


